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Player’s Guide 


For Commodore® 64™ and 128™ 
and Apple II +, lle, and llc Computers 





Electric Dreams is a new software group dedicated to finding the best 
in entertainment software from around the world and bringing it to America. 


Spindizzy was originally designed in Europe by Paul Shirley. It was released in 
England by Electric Dreams U.K. in April of 1986 for the Commodore 64, 
Sinclair Spectrum, and Amstrad computer systems. Spindizzy shot to #1 on 
three separate best seller charts and received rave reviews from all the major 
British software magazines. 


Spindizzy was produced for Electric Dreams by R.S.F. Lehrberg and Michael 
Feinberg. 
Player’s Guide by Alison F. Levy. Editorial management by Steven Young. 


LET’S GET TO KNOW EACH OTHER 


We’re working hard to design the kind of computer software you want, and 
we’d love to hear your comments. So drop us a note. For a recorded message 
about our newest software, call 800 633-4263 any time. If you have questions’ 
about using one of our products, call Consumer Relations between 9:30 a.m. 
and 5:00 p.m. Pacific time, Monday through Friday. 


(in California) 415 940-6044/5 
(from outside California) 800 227-9759 


Write to: Consumer Relations 
Electric Dreams 
P.O. Box 7287 
Mountain View, CA 94039 


COPYING PROHIBITED 


This software product is copyrighted and all rights are reserved by Activision, 
Inc. The distribution and sale of this product are intended for the use of the 
original purchaser only and for use only on the computer system specified. 


Copying, duplicating, selling, or otherwise distributing this product without the 


express written permission of Activision are violations of U.S. Copyright Law 
and are hereby expressly forbidden. 


© 1986 Activision, Inc. All rights reserved. 
Electric Dreams is a registered trademark of Activision, Inc. 


Commodore is a registered trademark and Commodore 64 and 128 are trademarks of 
Commodore Electronics, Ltd. 


Apple is a registered trademark of Apple Computer, Inc. 


Spindizzy 


You’ve been working in the Earthbase 386 Scientific Research 
Organization for eons, and it’s always the same — stardroid exploration 
probes, hectographic maptometry, galaxy-cloning — the usual. As 
Cartographer for Unknown Worlds, you’re ready for something new. 


Now’s your chance! The Alternate Dimension Division at 386 has just 
made a monumental discovery — a new dimension that contains 

a Strange artificial world hanging in space. Your mission is to map it. 
The organization has supplied you with a Geographic Environmental 
Reconnaisance Land-Mapping Device, known as GERALD. Your 
exploration time is limited, and if you do not move fast, the mission 
will be terminated. 


The ship’s computer holds the initial radar map of the surface. Your 
task is to explore each area, collecting energy in the form of jewels, for 
which you’ll be rewarded with extra time. 


Since this world is hung in the infinity of space, falling off is not a good 
idea. Should you lose or destroy your craft, it will be re-created and 
beamed back to the last location visited, but this will cause an enormous 
power drain, resulting in the loss of valuable time. Yes, time exists even 
in an alternate dimension. No more galaxy-cloning for you — this is the 
real thing! 


Loading Instructions 


Apple II+, Ile, and IIc 


1. Connect a joystick to your computer. 
2. Insert the Spindizzy diskette in your disk drive, label side up. 
3. Turn on your computer. 


Commodore 64™ 


1. Insert the Spindizzy diskette in your disk drive, label side up. 
2. Turn on your computer, disk drive, and TV or monitor. 
3. Type LOAD “*” ,8,1 and press Return. 


Commodore 128™ 


1. Insert the Spindizzy diskette in your disk drive, label side up. 
2. Hold down the C= key while turning on your computer. 

3. Turn on your disk drive and TV or monitor. 

4. Type LOAD “*” 8,1 and press Return. 


On Commodore computers, plug your joystick into Port #2 for one 
player. For two players, Port #2 controls left and right movement; Port 
#1 controls up and down movement. 


Your Mission 


Using the joystick, you control GERALD’s movements across the 
many three-dimensional screens of the Spindizzy terrain. Your goal is 
to cover as much surface area as possible without running out of time. 
Running over jewels and covering new ground both will give you more 
time. There are 386 different screens to explore. 


Your Options (Apple computers only) 


After loading Spindizzy into your computer, press O to select a one- or 
two-player game. 


In both types of games, you play against the clock. In two-player 
games, player | plays until he or she falls off the maze or completes the 
game or until time runs out; then player 2 plays, using the same 
joystick, and under the same conditions. As play passes back and forth, 
each player picks up where he or she left off — that is, most often, 
where he or she fell off the maze on the last turn. The current player is 
always displayed on the screen. 


In two-player games, scoring is cumulative — that is, players | and 2 
play together against the maze, not against each other. So to double 
your play time when playing alone, you can select a two-player game 
and play as both player | and player 2. 


Help 


The Help screen can be found by pressing H after the title screen 
appears. It points out the many features of the Spindizzy landscape. 
Lifts, switches, clues, trampolines, water, jewels, compasses, and 
ice are all illustrated on the Help screen. Press any key to return to 
the main menu. 


GERALD 


GERALD is controlled with your joystick. Pressing the joystick button 
will give you some extra speed. The spacebar can be used to stop 
GERALD on any surface other than ice or water. 


If you get tired of GERALD’s form, change it. GERALD has the 
ability to alternate between three shapes: a marble, a top, and a 
gyroscope. To change GERALD’s shape at any time, press I. Changing 
GERALD’s shape will not affect game play. 


Viewpoint and Location 


The function keys on Commodore computers — F1, F3, F5, and F7 — 
and the arrow keys on Apple computers — t, |, —,and — (onthe 
Apple lII+, <<, >, —,and —) — will alter your viewpoint. The 
compass in the lower right-hand corner of the screen points north at all 
times to help with orientation. 


Press M at any time to display the map. The blinking light shows where 


you’re located. The yellow sections represent the surface areas you’ve 
already covered. Press the spacebar to return to the game. 


Score 


Press S to display your current score at any time during the game. 


Pause 


Press P to pause the game. While the game is paused, the border will 
flash. Press any other key to restart the game. 


Color (Commodore computers only) 


Press C to vary the color scheme. 


Abort Mission 


If you want to start over, press RESTORE on Commodore computers; 
on Apple computers, press ESC to pause the game, press it again to 
display your status, and a third time to start over. 


Status Display 


In the upper portion of the screen, the time left to play, the areas left to 
visit, and the number of jewels collected are displayed. 


Lifts, Switches, and Clues 


Lifts can take you from one level to another, but they must be 
switched on. 


Switches will activate the lifts and also will cause some features to 
appear or disappear. Occasionally, two switches may be used together. 
The box at the bottom of the status display shows you which switches 
are activated. 


Clues appear in the bottom left-hand corner of some screens and 
indicate which switches need to be activated. 


Hints 


Due east of the starting screen is a beginner’s section. Time passes 
slowly in this area, allowing you time to experiment. 


Ice is slippery, and trampolines are bouncy! 


Make a map; it will help you find short-cuts. 


ELECTRIC DREAMS 
LIMITED 90-DAY WARRANTY 


Activision, Inc. warrants to the original consumer purchaser of this Electric Dreams computer 
software product that the recording medium on which the software programs are recorded will be free 
from defects in material and workmanship for 90 days from the date of purchase. If the recording 
medium is found defective within 90 days of original purchase, Activision agrees to replace, free of 
charge, any product discovered to be defective within such period upon receipt at its Factory Service 
Center of the product, postage paid, with proof of date of purchase. 


This warranty is limited to the recording medium containing the software program originally provided 
by Activision and is not applicable to normal wear and tear. This warranty shall not be applicable and 
shall be void if the defect has arisen through abuse, mistreatment, or neglect. Any implied warranties 
applicable to this product are limited to the 90-day period described above. If the recording medium 
should fail after the original 90-day warranty period has expired, you may return the software program 
to Activision, Inc. at the address noted below with a check or money order for $7.50 (U.S. currency), 
which includes postage and handling, and Activision will mail a replacement to you. To receive a 
replacement, you should enclose the defective medium (including the original product label) in 
protective packaging accompanied by: (1) a $7.50 check, (2) a brief statement describing the defect, 
and (3) your return address. EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF 
ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED, 
INCLUDING ANY WARRANTY OF MERCHANTABILITY OR FITNESS FOR A PARTICULAR 
PURPOSE, AND NO OTHER REPRESENTATION OR CLAIMS OF ANY NATURE SHALL BE 
BINDING ON OR OBLIGATE ACTIVISION. IN NO EVENT WILL ACTIVISION BE LIABLE 
FOR SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGE RESULTING FROM 
POSSESSION, USE, OR MALFUNCTION OF THIS PRODUCT, INCLUDING DAMAGE TO 
PROPERTY AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL 
INJURY, EVEN IF ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH 
DAMAGES. 


SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY 
LASTS AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL 
DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF 
LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL 
RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM STATE TO STATE. 


WARNING 


Any attempt to duplicate this product may damage it. Such damage is not covered by the warranty. 
Please see above for complete warranty. U.P.S. or registered mail is recommended for returns. Please 
send to: 


Electric Dreams 
WARRANTY REPLACEMENTS 
Consumer Relations 
2350 Bayshore Parkway 
Mountain View, CA 94043 


LMG G 


distributed and 
marketed exclusively by 
Activision® 


Part Number G-—943-46 


